The rise and demise of a 
classic adventure game 
anti-hero 


Written by dreamkatcha. Any related videos, as always, can 
be found on my YouTube channel. 


America's entertainment sausage machine isn't exactly a 
stranger to the concept of adopting British TV shows and 
butchering... | mean /ocalising them for a US audience, under 
the patronising assumption that the slack-jawed numpties 
would be incapable of identifying with characters hailing 
from overseas, way off in the yonder land of not-America. 
Especially if they talk with squiffy, incomprehensible accents 
that aren't Scouse like the Beatles or Cockney like *cough* 
Dick Van Dyke. 


Mostly producers completely miss the subtle nuance of the 
shows that endear them to their fans, belching out bland, 
unrecognisable replicas aimed at the lowest common 
denominator. These poor substitutes run for five million 
series, sorry seasons, to capitalise on ephemeral ad revenue, 
before being hastily abandoned as soon as the public 
become so fatigued with recycled storylines that they switch 
off in their droves. 


It's such a Common occurrence in TV land that we've grown 
accustomed to ignoring this dross. When the games industry 
follows suit, that's when we prick up our ears and take note. 
Case in point, my beloved point and click adventure series, 


Simon the Sorcerer, by Adventure Soft. Parts one and two 
starred a snarky, sarcastic, British teenager who finds himself 
inadvertently stranded in a gloriously hand-crafted, pixelated 
world comprised of luscious landscapes, themed around 
traditional fantasy fairytales accompanied by memorably 
atmospheric musical compositions you could contentedly 
indulge in entirely displaced from the game. 
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Chris Barrie of Red Dwarf repute famously voiced Simon for 
the first installment. Thanks to his perfect delivery, comic 
timing and believable cynicism, coupled with Simon's not yet 
entirely evil, verging on likeable, disposition, Simon 1 hit the 
peak of adventuring distinction. 





For reasons unknown, Chris didn't reprise his role as the lead 
in the sequel, The Lion, the Wizard and the Wardrobe. 
Instead, London-born voiceover artist, Brian Bowles, 
succumbed to the double-edged baton, capturing the 
essence of Simon's persona, albeit in a diluted, less 
endearing manner. True, he's no Chris Barrie, but then who 
is? |can only think of that guy who played Arnold Rimmer in 
some BBC 2 sci-fi sitcom series back in the '90s. The name 
escapes me. 





Even as our already obnoxious teenage protagonist edged 
closer to narcissistic misogyny, he remained entertaining, if 
not quite so ingratiating. Given the venerable shoes he had 
to fill, Brian's performance could be considered 
underwhelming. Nevertheless, he must have ticked all the 
relevant boxes for Adventure Soft since they asked Brian to 
return for an encore in Simon the Sorcerer 3. 
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Much to the chagrin of point and click traditionalists, the 
development team abandoned Simon's 2D roots in order to 
appeal to publishers who - during this depressing period of 
transition - were blinkered into only conceiving of a 3D future 
for adventure games. Hence, reluctantly, despite investing 
plentiful time and money in a naturally progressive 2D 
sequel, Adventure Soft chucked the baby out with the 
bathwater, starting again from scratch. 





They managed to replicate Simon's witty, now bitter and 
twisted dialogue, whilst entirely dismantling the goodwill 
foundations forged by their supremely talented 2D artists. 
Embracing 3D this early in the advent of its evolving 
technology, STS 3D looks horrendously ugly. It actually felt 
dated upon release due to the two-year delay in securing a 
publisher. Initially, Hasbro were to take care of the honours, 
then abandoned ship at the 11th hour. Ultimately, their 
contribution amounted to several leftover in-game allusions 
to the company and their wares. 
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Now! Kill the human oppressor my loyal comrades! 





The jaggedly polygonal, expressionless, characters are 
wholly unconvincing as allegedly living, contemplative 
entities, heads permanently writhing from side to side to 
approximate some semblance of sentient existence. It's as 
though they're suffering from involuntary ticks. Whenever 
their stilted animation isn't busily destroying the player's 
suspension of disbelief, the one-dimensional voids that pass 
for backdrops pick up the slack. But hey, it's 3D, so never 
mind. 





Adventure Soft established Headfirst Productions under 
which to develop Simon 3, released in 2002, who 
subsequently went bankrupt in 2006. Adventure Soft then 
threw in the towel, flogging the rights to produce further 
Simon games to Berlin-based developers, Silver Style 
Entertainment, who delivered Simon 4: Chaos Happens in 
2007 by way of publishers RTL Enterprises. 


Chaos is precisely the right word! While they exponentially 
improved upon Simon 3's shoddy aesthetics, Silver Style 
further trounced Simon's dishevelled reputation by 
dismissing his British roots, replacing him with the most 
irritating American you've ever had the misfortune to 
encounter. 


“Mutant Super Cactus - Attack®on, Mars" starring 
Fluffy Puffy Girl? You gottajbejkidding me! 
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It was sacrilege to Americanise such a quintessentially British 
character, period. | mean fu/l/ stop. Yet to choose one that 
sounds like an America's Got Talent reject attempting a 
Christopher Walken impersonation is unforgivable. The heavy 
emphasis on random words is just bizarre, leaving you to 
wonder if an alien from the Feeble Files was responsible. 
Pepper the dialogue with "sucks" and stick "already" on the 
end of sentences where they have no grammatical right to 
be, and it descends further into travesty. Have we suffered 
enough yet, already? 


Nowel-«seeTherother, Simon comes from the same 
Nexusjlikejmenbutshe's the"exact opposite to me. Oh 
oh! That means that this guy probably has some 
really bad habits and evil characteristics. 





All the quirky British sensibilities and regionalised 
intimations towards pop culture that once defined genuine 
Simon are gone, lost to the sell-out morays of mass appeal 
servitude. Except where, as a token effort, the scriptwriters 
have sprinkled in the odd 'blimey' or 'cushy'. You can 
imagine how plausible that sounds with an American twang. 
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Blurgh, it's hideous. Chaos Happens has a plot | believe. | 
can't remember an iota of it because | was too busy ripping 
my own ears off in despair. | think they ended up in one of 
Swampy's notorious stews. 


It's so ridiculous too given that after pandering so thoroughly 
to an American audience, Simon 4 never received a US 
release. Silver Style trashed the franchise for zero 
commercial - or even artistic - gain. 


| suspect that Simon's voiceover artist is equally 
embarrassed by his series-sabotaging performance since he's 
not credited in the manual or in-game, despite the developer 
roll-call extending to include 61 people! Quite a key 
contributor, so you'd think he might have got a little 
mention... if he wanted one. 
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Sadly, Simon 4 was followed by another misguided sequel in 
2009 entitled 'Who'd Even Want Contact?!’ Well, my 
sentiments exactly! Whoever lent their blackboard-scraping 
dulcet tones to Simon 4 repeated the treat for Simon 5 and 
possibly still wished to remain anonymous. All we know for 
sure is that 'iksample studio’ worked their 'magic' on the 
spoken audio. A list of vocal artists is provided, although who 
played which characters isn't clarified. 





Like chapter 4, Simon 5 bears no relation to the Simon we 
knew and tolerated from the first two, proper STS games. On 
the surface, the production values enjoyed a hike in the right 
direction. Then you discover the spelling mistakes, Simon's 
inexplicable hunchback, and that some of the narration 
blunders remain in the game. 


LY Lie Clelel« Me) (e] herbal schnapps. That stuff goes right througtimy G€ars!-Finally, 
my life has a méaning again! Thank you, magic guy! ‘ 
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Yes, you can actually hear at least two of the voiceover actors 
- Dr Walden (the guy with the sock puppet) and the alcoholic 
battle robot - revising their delivery when they misinterpret 
the script's intended intonation. Oh dear. 
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And it gets worse. Another character - Little Red Riding Hood 
- drops a verbal bomb of the sweary variety beginning with F. 
It's censored in the subtitles, but someone forgot to bleep it 
out of the audio so there it is loud and proud for all the 
kiddiewinkles to absorb and repeat. It wouldn't be such a big 
deal, except the game isn't specifically targeted towards 
mature audiences (rated 12+ in most countries), featuring 
less dodgy innuendo than previous titles in the series. Still a 
fair bit of blatant sexism and stereotype-advocacy, however. 


*sigh* 


If only Silver Style had devised a new anti-hero and their own 
original environment in which to plant him. Had they allowed 


Simon to retire gracefully, the disastrous monstrosities that 
emerged under his shadow would have been easier to ignore. 


Silver Style trampled into the mud one of the most revered, 
classic point and click adventure games ever to grace any 
system you care to mention. A year after unleashing Simon 5 
they went bust. Poetic justice is a killer. 


